‘.
LA

"l'l'.“
.cvb.......
..-..i'....
.'.o.oitnoun..

‘.li...

L
-




Us

* Maa father of AAASeed

* Louis Montagne

helping me with the AAAFoundation
in charge also of the installer/updater
that we will not use today !
Chat Gpt tool
feed with AAASeed Corpus

* Abdallah Meskine

AAAPadawan

direct your first level questions to him
abdallah.meskine@gmail.com



You Train T

* Jaime
jaimitocdm@free.fr

Tendayi

tendayi.vine@gmail.com

Tom Dale
tom@tomdale.org.uk

Christopher Thomas Allen
chris@thelightsurgeons.co.uk

Joe Strickland

chronicinsanitytheatre@gmail.com

Pawel Janicki
pawel@wrocenter.pl

Giannis Dimitriadis
johndim@iti.gr


mailto:jaimitocdm@free.fr
mailto:tendayi.vine@gmail.com
mailto:chris@thelightsurgeons.co.uk

You Train 2
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What is AAASeed ?

* A generic toolkit to build realtime process

* oriented mainly in 3 contexts

- Video Jockey
- Open data
- interactive Art installation

* Soon OpenSource (MIT license) and free
* Brainchild of Maa

Used and refined in production for 25 years
Cleaned and stabilized during the ArtCast4d EU Project



For whom is AAASeed ?
Artist

* A place where | can assemble and compose blocks on the fly
* most of these block deal with graphics process

* some of the blocks
- deal with inputs (cameras, captors )
- analyse images
- connect elements

*so | can produce live graphic and or interactive processes



For whom is AAASeed ?
Developer

* On the base of an old school robust C++ rendering graph
using the very fast and flexible Lua scripting language

you can access the low level functionnality:
Window system, custom C object, OpenGl, C++ objects,
Gl Shaders, OpenCl, OpenCV, Nvidia Flex, dlib, bullet,

* A rich lua virtual machine provide

an interface to edit and customize realtime processes
most of it happen live while processes are runing
you can extend and edit on the fly the interface



User point of view

* This a PC windows application for now
AAASeed Metal.exe

* tested under windows 10 and 11
should also work on Windows 8,7 even XP.

* It can run on low end machines
even an executable for non Avx2 Processor (AAASeed_Wood.exe)

* But it likes fast machines and use the Gpu a lot

Graphic Processor Unit

Love NVidia but function on integrated Intel
support Amd most of the time (getting better on this every month)



Shadoks point of view

* talking with the GA
Global Action: the top level

using BU
Box User: element of interface

BU regrouped in BUS

iL‘ VAVT MIEUX POMPER MEBME S'iL NE SE PASLE
RIEN QUE RISQUER. Qu'iL SE PASSE QUELQUE LHDSE

BUS contain BU which can contain one ;
DE PIRE EN NE. POoMPANT PAS.

BUS which can contain BUs which can contain one You better pump even if nothing happen
) ] ] ] than to risk than something worse happen
— BUS which can contain BUs which can contain one while not pumping.

* you manipulate a bunch of MEU

Module Editable Unit: functionnal editable blocks
sometime represented in their short form the MU: Module Unit

We lost the ZO but we will find it, promised

More on this: search shadoks on YouTube

— https://www.youtube.com/watch?v=Sla57Zw-FN4

* Thanks to aaaproduction =


https://www.youtube.com/watch?v=Sla57Zw-FN4

Install 1/5

* Create Folders
-AAA : where your AAASeed stuff and work will be

-Media where you put content as videos, images, sounds...
with sub folder by projects

-Install where you put associated installers, drivers...
-DII where we will store Dlls associated with AAASeed



Install 2/5

* https://aaaseed.org/training/

* https://192.168.1.42:5001/webman/index.cgi
yes trust it

L4 (] T d > » AfASeed Lastest
° Iook it Charger Créer dossier Actio Outil Paramét
* FileStation el e
b home Kinect w2
Goto Dita / Teraland / AAA / AAASeed_Lastest '™~
« Teraland [ K-Lite_Codec_Pack_1855_Mega.exe
¢ Download » Temporaryltems 1 64 2024

» A_Sorting_directory
CIWC_redist_2015_2022_x64_2024_Septen

- AAAGaBUZo0.7z : AAASeed with environements -

» AAASeed_Lastest
» ApAseed_other

— Main_x64_2024.7z : DIl associated
- VC_redist_2015_2022 ... .exe and vcredist_2013_x64.exe
needed installers for bricks used by AAASeed

— Training.7z : Medias examples for the training


https://aaaseed.org/training/
https://192.168.1.42:5001/webman/index.cgi

Install 3/5

https://www.codecguide.com/download_kl.htm

klite Mega

handle decompression of video
https://www.7-zip.org/

Windows 64-bit x64 version

handle compression and decompression of 7z files
https://code.visualstudio.com/

Download for windows

text editor
https://www.xnview.com/en/

MP or Classic

Image browser with batch and conversion capabilities


https://www.codecguide.com/download_kl.htm
https://www.7-zip.org/
https://code.visualstudio.com/
https://www.xnview.com/en/

Install 4/5

7z ... -x64.exe : execute to install
decompress AAAGaBUZo.7z in AAA

l[aunch AAASeed Metal.exe in it
Error because AAASeed need some stuff from the system
Place it in the TaskBar

Install system stuff
decompress AAAGaBUZo.7z in AAA/DIl and check inside
Copy DIl path
This PC / Properties / Advanced system settings / Environement Variables
User variable / Edit... / New
Paste path and eventually change order then validate

— Execute VC_redist_2015_2022 ... .exe and eventually vcredist_2013_x64.exe

Launch AAASeed Metal.exe
should work

double esc to save and exit



Install 5/5

* Decompress Training.7z in AAA/Media

media examples for our training

* Install

KLite codec

default options all the way
VSCode

XnView optional

* Configure graphics output

right click on desktop / Display settings
resolution

position

set scale at 100% on every screen

Mame

B8 FRESCO FINAL
BB Maa3D
[T

L& Display settings

e

¢ Personalize

Scale & layout

- Scale
= Change the size of text, apps, and other items

Display resolution
Adjust the resolution to fit your connected display

{mk

3840 x 2160 (Recommended) -~




AAASeed Sources

* Maa's NAS we used

* Installer / Updater done by Louis Montagne
will go back to it

* but wanted you to be free and have no dependency on anything
put all the install Folder on a USB key (except VS Code)

Developer access

File View R Window Help

st

-AAAGaBuZo

AAAGaBuZo |+ master | comrect BU_RECT:do_key_custom() i TheMaa 10 Oct 2024 00:04
8 Local Changes (3) more training Slides. Meu dis[play full name in title. Button FBo don'... § TheMaa 35 9 Oct 2024 23:31
_A p p S & all commits | & | onigin/master | training slides from text document . Abdalight g 0 Oct 2024 17:18
i refine Garden_Base. progress on training 4 TheMaa el 18 8 0ct 2024 21:39
-— L u a A - progress on training slide. Move up to BU Alt +/-/Arrow and refine it... § TheMaa 3 b 8 Oct 2024 20:41
Progress on trainin plan 4 TheMaa 2
Pinned add MU rename, make sure MEU DOc and Create can have rtheir searc... - TheMaa 6008dd1
S V n + master Import MU is in 4 TheMaa 3e524¢9 6 Oct 2024 21:33
4 origin change asa.do_file_dialog... asa.file.do_dialog... . Add APP_Garden Bas.. j TheMaa aad2801 6 Oct 2024 20:55
_ A A AS e e d e Xe a n d d I I ¥ master Meu Mire and Video have now full class status. Resave Garden Min an... § TheMaa 2687730 5 0Oct 2024 23:02
Emnche MEu Fbo now a full MEU_FBO class 4 TheMaa Telfef? :
I¥! @ use new menu interface to build file menu at the top and add the key... § TheMaa acefd54 5 Oct 202.
- C + + === o Merge branch 'master’ of https://gitlab.com/romaincheminade/aaa... [JJ] Abdalight ed3036f 5 Oct 2024 00:11
. . . :::;mes MEU:Tuto_Curve_3d STROKE:set phase() added, rework of the repla... [J] Abcalight 1bOf4f5 5 0ct 2024 00:11
_W I I l m OVe to g l t at S O m e p O l n t ey R, swirch to CTRL O mode. add zoom effect at start 4 TheMaa 363a93f 3 Oct 2024 13:13
2 an extend MEU RainMouse. clean up add oclgl_slider ocl_param calls ¥ TheMaa f73f163 3 Oct 2024 12:13

request Maa if you want it



AAASeed first look at file system

* AAAGaBuZo Folder
* AAADoc
— Lua API
lua_aaaseed_draw.lua
lua_aaaseed_interface.lua
— Training
Slide and Pdf
* AAAKernel
— Developer space

— Some examples
* Fonts
* Textures...
* AAAUser
—  AAA Who.txt
* APP

— APPlication examples



AAASeed Basic

* keyboard first step

*w like (w)indow
switch between window and full screen Module
* Tab

switch Flatland on and Off
Ctrl e like (e)dit

switch edit mode (more later on this)
see at the top of Flatland
Red LOCK vs Green Edit

leave it as Edit

* Ctrl w and Shift Ctrl w

go through all the possibility full screen on different Screen
Shift go the other way

* Double Esc to Quit (save global stuff)



AAASeed Basic

* Don't be scared
need to get used but efficient

* Careful with shift lock

Dangerous
e Ctrl F2

Force the GaBuZoMeu interface On and move it from screen to screen
* F2

Only flip the GaBuZoMeu interface
* F3

Switch On/Off the rendering
BU Alive

* F1 or Ctrl h like (h)elp
switch the help system

ol®

* m like (m)essage
pop the terminal window

* Ctrl Tab
Change the Ul Scale




BU Box User

* Every Ul element is a BU

* Exploration from bottom

* BU can contain BUS
BUS /BUS /BUS /BUS ...

* Click
simple with left button
double
triple
long

* Alt click move resize
lid L
* Star Menu e
. Invaders v
About Abt =" ‘%L“”j" Maa In 2024 or before

oo generete space invader patter with plenty of option.
* Dialog penane instanlize_ Uio very useful base MEU to test rendering chain.

Destroy Name VauesDumpiDoc




BU Resize \
* Alt click move resize

keyboard Too |
* 3 states: Normal / Full / Mini

Double click
Double click in top 10%
* keyboard

Space Normal < Full
Ctrl Space Full

Ctrl Arrows  Move

Ctrl + | - Size



BU_MONITOR quick introduction

* Click zones
Click Right Middle
change how alpha is displayed

DiF-Dif @ 114




AfASeed Plug In...

Flatland G

| Bose. TRAX fbo CAM_O TRS

* Original interface iro ore. 10

orLoyer A O Torus MOD mul REN MAP TEX COL LIGHT
i yer(?ﬁaqlf_l.uyer_h

where the C++ can be seen and used [[EENS

a-bdd Torus
g-use_model Dwner (modell Z

a whole world we will explore later [

multiple CURRENT
rendering lrerﬂeﬁng] Lighf Depfh

F1 O — P refs ZEEJ] 0 mne (color) I

-Texfurel n?[] MODULATE
0 ing| Owner ing) 20 MODULATE
* Menus O Gt

fex_anim

bind_1d @

param / main ot 741 o bk
_offsel @
* GaBuZoMeu

top of main menu

5 ighrs.,. Lighfs Swifch

o Trcms f()..

* Precedence on event / keyboard

Live it off for now — Tab




Basic BU: for bottom to top

* Click on Train_BU icon I‘:TF:EI'FHJI

*BUTTON BUTTON
*SLIDER e —
*SELECTOR
*BU TEXT

*current BU

get key
violet rectangle

move with arrows



BUTTON

* On/Oft BUTTON BUTTON
2 versions ON/OFF ON/OF]
green / Red \/“ heck Check
checkbox Trig Trig
Trig
* BUTTON Multiple
* BUTTON Menu BUTTON
* Access to Star Menu Oﬁr/\]/o;;
Go out quick e VauesLunp, Dy

* Confirmation BUTTON (e.g. debug)

* Could be moveable too

1O yes



SLIDER

* Slide
Go up .
Miml< » Max
then angle ¥
. Dialo
Shift lock on values g
I Name Values Dump Doc
Ctrl Alt — sensibility . |
* Min / Max Vallie. ™ Value
Slide Slide
° Edlt Av Max Wit 1:
¥
o . Dialog Dialog
Double Click or Dialog e s drp Doo. e Vo i Do
[ J
keys Value | %7 EditValue In MEU[TrainBU_T X
+ | - | * | / SN change Slide ! Inactive | Midde | Default |
Mim 1Av Max Min bl &
Enter — inverse Lo
. Name. Valuss Dump Doc m Apply
—> ﬂOOI‘ lntegel’ S : Cancel | [ syne from
[ J

Floating point or integer



Back to BUTTON

* Slide not for now (2024 Oct) but will come
Go up
then angle
Shift lock on values

Ctrl Alt — sensibility
Min / Max not for now (2024 Oct) but will come
Edit not for now (2024 Oct) but will come

Double Click or Dialog
* keys

+|-]%/ — change
Enter —> Inverse

— floor integer

boolean or integer



Other SLIDERSs

* SLIDER_TWO
Range / Linear

depend where you click first
* SLIDER_XY

2 values
* SLIDER_MULTI

x/y and size_x/y
* SLIDER_CURVE

linear curve for now
insert — Add point

delete — remove point




SELECTOR

Access to Star Menu

like BUTTON: go out quick

Keep mouse down

Change with mouse
Use keyboard as for a SLIDER

+ and - mainly

Mutiple selection an option




BU TEXT

Editable or not

Double Click
BU TEXT INFO

Yellow in general

display info
Access to Star Menu

like BUTTON and SELECTOR: go out quick
Will Evolve

Dialog Will Evolve
Virtual keyboard exist not functional at the moment (2024 Sep)



Composite BU

*BU multiple  KeuuayNl IV ITS
use a hidden SELECTOR

* BU menu
use a selector in an optional window

move to keep it open

close BU at top right




Some BU_VIZ widget/wizard
* BU_ALIVE show/control rendering F3 n D

* BU FPS Frame Per Second
Flatland Too
* BU TIME show time [n
* BU EYE show mouse dlrectlon
* BU CAM control edition of camera
* BU_SEND control synchronisation between machines _
* BU_ MEM show memory used 0

problem if it increase continuously

* BU_POWER  show power and plug status e NTaIele[ REVA
* BU_BLOB show number of contact




MU Module Unit
MEU Module Editable Unit

* MEU base to encapsulate and manipulate functionality
* MU compact part of the MEU

[con + Slider

* slider value is the alpha of the MU / MEU
Click on slider — StarMenu Slider but also MU
Click on icon — move
Alt Click — move/resize

* State and Position of the MU control the rendering order
Slider value > 0 — On
vertical first: bottom to top
then horizontal: left to right

orange line show the rendering chain (more later)

Ui5 Invaders_1
SUUDO004Tms

o =il o

P ot L'u"\eF'r;:-iﬂtl

Invaders_1

Fbo <~ —>Save
Lua Def
cam_index




MEU and Ulx -

Invaders_T Fbo < - Save
SUUDO0.04Tms L FJNL'_UQ Def
* Click on MU icon — MEU in UlI5 =] == HHAEEGE
UI5 by default de 0 TRS Tra 55
, Rot 5l
Ul6 Folder/Directory 2
* Links
* MU StarMenu to choose Ul

MEU StarMenu on backgound
Close BU at top right

Red Background <> not rendered
Uix are infact BU too: BU_MEU

Drawing change with distance

speed optimisation



MEU Preset

* At the bottom right of the MEU
* Load/Save the state of a MEU

in fact load/save the values of included BUs

not always all, at the author discretion
* preset exit «> green color
* Click load
* Ctrl Click save
* Ctrl Alt Click  delete
* Fixed number by MEU Type
defined in the code for now (2024 Sep)

e.g. meu:get_preset_nb() return 24 end



More on MEU

* MEU is a module of functionnality, in fact in computer term it is an object

it usually render but can be otherwise
receive/send data
analayse image
control a device (e.g. plotter, projector, Dmx, Arduino...)

* 2 main methods (function) are called every frame by a render() method

— update() prepare so draw() will be as fast as possible

— draw()
* 1 method is called when the MEU interface is visible

— update_ui()



MEU real nature

“ltisa Lua ObjeCt

Name is MeuType_InstanceName

“ltliveina d i rECtO I"y

* Everyth

ing is readable

and can be edited

ess and less needed

but some like it



Ui TranBU_T Fbo <- -> Save X
MEU Bar S UIUD 0.036ms Base I\/Iore

* Title (top left in white or green if current) made of : MEU_name (short name)

MEU_name made of type (left) and instance (right): Type_Instance
name and short name between ()
* SUIUD BUTTONS (left bottom) KGNSS RUND
switch to activate/deactivate Send update_Ul Update and Draw
* Execution time (next right) in millisecond
* ASELECTOR (middle) called tab to switch between different block of interface |Rlget=y More
* Save (right) BUTTON which save only the MEU state
* X or Close BUTTON (top right) close the MEU Ul
* Lua BUTTON open the lua script that the MEU use in an associated text editor
* Def BUTTON trigger a refinition of the MEU interface
* Fbo BUTTON open the used Fbo (more soon) in the previous BU_MEU
* Arrow BUTTON let you navigate in the rendering chain (more soon)



Rendering chain

* State and Position of the MUs control the execution order

rendering order when MEU do rendering

* bottom to top, then left to right

* orange line not a cable just a visualisation of the rendering chain




Alpha Opacity Transparency

* MEU/MU slider value more than 0 — On
* when possible this value is the alpha level of the MEU (Opacity)

/\V,ﬁ...ﬁ.

p'




Rendering Chain BU_RECT

Render_1: 1




BU MONITOR can be moved with Alt
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Rendering Chain BU_RECT

Render_1: 1




Rendering Chain BU_RECT




omeras
*No / Once / Cur o=t 2‘3 4‘5 6

* Camera selector e

Once

* Button axe show ==
StarMenu — name
*Click Read current Camera
*Ctrl Click Write current Camera
*Ctrl C/CtrlV Copy / Paste current Camera



Camera Edit

* Middle Click to Start
Wheel to zoom/dolly

Mouse to rotate

Middle Click Drag to move
* Left Click to accept
* Right Click to go back to start position



BU_MESS

| viz_

+ BU_CAM{viz_CAM : did nof used key 9
- GARDEN gorden: Try o use key )
- GARDEN gurden: do_key( key=/ )
; dokeﬁ se|f=GARDEN|90rden |<ey=9 )

. GARDEN| garden : GABU_0B. urused key 9
| GAEDEN arden : did nof used |<e)/ 9
: BAESINGL TON ' KEY NOT USED 7

: OA

U.dokey_cusfom_deﬂj |<e>/ 9 UTUSE'd

Try Double Click



BU SHOW

Multi blob_nb—>0
BUSS|of_GA_top_top—>0/0

BUSS|of_GA_top—>220/0
BUSS|of_GA_reqular—>7/7
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File system Raw Approch

AAADoc
lua_aaaseed draw.lua

lua_aaaseed_interface.lua

AAAKernel

wher developer working on the core works

Visual code workspace

AAAUser

— Duplicate folder
— Rename it

— Rename User
* APP
Create a New App just for you

Duplicate an existing one

Quick navigation in it



BANK x BIND
* Fix

banks of fix size 32 binds

%

O

110000 @

O%DE00G e

\ , User \ 1 2 | 3| 4|5 |6

IMAGE | | , | | | = | | 8,9,10,117127137147

% _ _ _40_ \ 44 \ % | 17 | 18] 19 | 20|21 | 22|
|52 56 | 60 |

24 | 2% | 2% | 27 | B 29| X0



Window GA BU GP

* Garden Party - VAMYS Draw  Nogitor Draw

| e o 0 Vg

* Ctrl S, Esc/Esc Save it 5 | . UF on Shift Veen e T
ip

g BU GDebug V/BUMEU Drow

(1] :

\/F(r draw Less : Plan

Spy L

g \border

Luait. dump .

Grid Top Line_dpha 1

Only Mouse H

Yz Class
Name

Menu Time Aive 4 Name Out
ac
Contact Nb
3D .
Teture Custom link
Main Rect Orly Invisible
Draw dl inactive_ui
v Drow Before inactive

Draw Back
\/me focus
raw Fore dump

\/Brcm after Durp |

CABUGE

&
@
8
D

e
|
o |
as |
o |
o |
e
=
oo |
us |
|
™
A



Doc Window

* Documentation

* Lua inspector

Show
Private

Global
| GaBu Classes |

Doc

pubic [AAACAM

BALUE
BLOB
BU ALIVE
BU CREATE MEU
BU KEY
BU MENU
BU OBJ
BU SEND
BU_TEXTURE
BU_WINDOW_LIST
BUS
‘oY \WNe]=
COLOR REF

APP
BDD CLEAR SCREEN
BLOBS
BU BLOB
BU DOC
BU LIST
BU MESS
BU PB
BU SHADING
BU_VIZ
BU WWW
BUS CTX
CELT
CREATURE

Use Add BU

APP_FACTORY
BDD_FBX
BOID
BU CAM
BU EYE
BU MAAEB
BU MEU
BU_POWER
BU_SHOW
BU WATCH
=10]
BUSS
CHANGER
DATAGRID

APP GP
BIND TEX
BU
BU COLOR
BU FPS
BU_MEMORY
BU_MONITOR
BU RECT
BU TEXT
BU_WINDOW
BUP
BUTTON
CHANGERS
EVENT




Lua example

* Example of drawing with lua using OpenGl directly
* The concept look like processing
interative process

How to deal with errors

Flatland / Pref(F10)/ Master / lua / error_trig_editor

_Trrg
fraceback ON

errnr_frig_diulni

memory_s ip.clicﬂog
Trig_e ifor ON



Meu Window

* Navigate MEU
Prototype

* Create New MEU

* Select by Tag

* Select by Name

s~ EEENEU nb 103121
| Tog |

No Tag All Tag

2d
3D
Art
Camera
Core
CoreGraphic
Depreciated
Device
Draw
Experimental
Generator
Geometry
ImageProcessing
Input
Interoperability
Output
Point
Procedural
Proprietary
RenderPass
Sound
Surface
Text
Texture
Tutorial
Unfinished
Utility
noa VJ

2054
Blur
CaptureRect
ColorCurve
- Dir
v DistField
FaceUV
Flex
= GridSel
ImgSend
KinFlipper
LightPassV1
MeshStatic
4 MuENnd

Use BU

AVAVAN i S

Boid

> Clear

DepthPick
Displace
ExShaderGrid
Fbx
FlexVideo

<:> Hexa

& Invaders

KinMove
Lights
Mondrian
NdcAddBlur

App
Bullet

Clous
Derviche
DisplaceCV
ExShaderlnstance
FbxMatte

FP

O HexCraze

Kinect
KinMoveAuto
Marseille

Monitor

AU

NdcBloom

|

BlobDetect
Cam
ClPool
DigitalProjection
DisplacePart
FaceTrak
FieldGene
Grab
imgAnal
Kinect1
Lidar
Materials

4 MuBegin

NdcBranching
!




Core MEU

* Fbo
* Video
* PIP
* Out



10 AM

* Specific Q&A

* Lunch all tog
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